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Over the past decades a growing attention is to be observed towards the intersection of 
spatial practice and education. As a practitioner at this emergent, interdisciplinary field 
called built environment education (BEE), I realized the growing demand for domain-specific 
methods, tools and theories that support space-related and place-based learning. Thus, my 
initial interest was to improve this educational field by developing tools and theories which 
support young people to understand, critically reflect and actively shape the built 
environment.  
My dissertation focuses on transformative games in the field of BEE. Games are increasingly 
used as easy-to-understand instruments at the interface of urbanism, planning and 
education both for learning and explaining spatial issues, and for transforming virtual and 
real spaces. The transformative capacity of games has a promising potential for the practice 
of BEE and of placemaking. Nevertheless, in spite of the increasing number of games 
developed for this context, there is lack of empirically grounded knowledge. Therefore, my 
dissertation explores in an extensive design research process how games could be designed, 
developed and implemented in order be effective tools for learning about spaces and co-
creating them. The research aims to provide design principles for transformative games 
applied in space-related contexts.   
The core of the research has been the evolution of the transformative game ParticiPécs. The 
game was developed in a collaborative design process involving youth aged 12-16 and 
experts (architects, planners, youth workers) in Pécs, Hungary between 2013 and 2015. The 
cyclical optimizing of the prototype was based on continuous formative evaluation. A variety 
of explorative methods and design techniques were used in order to investigate the 
interplay of games, space and learning. ParticiPécs is a place-based educational game which 
simulates and triggers small-scale real-world interventions in public spaces. Players can 
collaboratively design and implement urban interventions within the magic circle of the 
game and transfer them to real spaces. The final evaluation of the game was implemented 
in seven different secondary schools in Pécs with youth aged 14-18, and seven urban 
interventions have been implemented in public places.  
The design research process incorporated interwoven cycles of analyses, design and 

construction, as well as the implementation and final evaluation of the prototype. Thus, the 

design principles on transformative games for BEE emerged across the reflective and iterative 

design, and my dissertation explains this iterative journey as dialogue of educational practice 

and theoretical reflections.  
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